f % Dare you to open the Trap Door in the dark, dank cellar at Castle C + 
" VG? What lurks down in that black void? If you're brave enough to 
V "X investigate you could end up with an armful of goodies. 

Yes, thanks to Piranha we've got a cellar full of software (well, almost), 
records, and T-shirts to give away as prizes in our Trap Door Competition. 
As you know the game features the bumbling Berk's problems as the servant 
in the cellar of a castle where he must perform unsavoury chores to feed 
"him upstairs". This often leads to awful encounters with bizarre monsters 

and slippery slimies. 
What we want you to do is draw or paint a monster which you think could be 

lurking beneath the Trap Door. 

Sand your entry to Trap Door Competition, Computer + Video Games, Priory 

Court, 30-32 Farringdon Lane, London EC1R 3AU. 

The closing date is November 16. "Him upstairs" will 
inake the final decision. 
The five winners will get a copy of the game, a special 12 
inch picture disk of the theme IQnc of the television sei-ii'.-; 
and a Trap Door, T-shirt- J he next 15 runners up will get 
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fou asked for it - so here it is. 
Again! Yes, our first [DEAS 
CENTRAL HANDBOOK 
proved so successful with all you ace 
gamesters out there that we've 
decided to do it all over again with a 
whole bunch of new hit games. We 
asked the programmers and 
designers of current mind benders to 
leas a few secrets to the staff of IC 
But because YOU the loyal C+ VG 
reader, are so hot when it comes to 
hints I've managed to persuade 
Jackson T. Kalliber and the rest of 
the I C team to allow some of C + 
.1 : - top tipsters to get in on the act. 
And in the EDEAS CENTRAL 
HANDBOOK 2 they get to rub 
shoulders with people like the Gang 
of Five from Virgin, who brought 
you the Dan Dare action adventure. 
People like Canadian programmer 
Chris Gray who reveals the secrets 
of Infiltrator. People like David 
Bishop who designed the mind- 
boggling Deactivators. Then 
there's players guides to Ghosts N' 
Goblins and Jack the Nipper. All 
this plus more! and a special [DEAS 
CENTRAL HANDBOOK 
competition into the bargain. Don't 
'.■:■!■!!■ .my longer! Get 
stuck into the games that will be SO 
much easier to play now you've got 
your hands on this amazing free gift. 
Let us know what you think about 
it. I'll look forward to hearing from 
you at IDEAS CENTRAL Until 
then, keep zappin'. 
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3 DAN DARE 

7 JACK THE NIPPER 

8 DEACTIVATORS 

13 GHOSTS N' GOBLINS 
17 TRAP DOOR 
19 INFILTRATOR 
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^ ^nj,|^/igj^£i^h^ THE GAME 

ti;mrf sr, h;,;.(i i-.niiiVn Tililu-M.han blasting. II 
tank programmer Andy Wilaon TWO years to 

Eeptially for this !C special The scenario for 
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collision course with Earth. Dan leaps into his 

li-nsiy spaceship, the Atki.^uii-ki and heads I:t 
the rogue asteroid where he has to discover 

installed, set it in motion and destroy the" 
!!!-!!> r.Tld before il Glides Willi Earth. There's 
il ^iile pirn. I.'ii i. IIhii lia* to rave his loyal friend 
Digby and, in the 64 ver~— ' 
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WALL MOUNTED GUNS 


A^ to^n^U, 






Heun dmlr^ ttm from tht greuBi, [Ml in scmf plats, he 
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CHAPTER 2: THE COMPLEX 
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Belli up Tnwns to gel their pnmes! Whlk lircflMid jie n creeii 
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CHAPTER 4: 




THE MEKONS LAIR. 






CHAPTER 3: 
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THE GIANT USER 
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Dan Dure -ill am Ret « clow and ciospl de(e>t rrouy. You 




CHAPTER 5: THE ESCAPE, 



AMSTRAD 
THE GAME 



BRIDGE BUILDING 




DAN DARE 
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JACK THE 
NIPPER 



Huh! So you aeed some help with my garni 

eh? Wimps! -till nubodv can be as truly 
Wrrible as me with Dut a bil cii help I .smi'i.^ 
tlM/cpl muvhe for C + VG render Andrew 

■: .1 il.i 

especially for all ray many fans. Use it 
i.iiri-lif.l;. nri'l ihr- N;ni .millimeter will ■in ;il 
the scale! I'm off to create some more 
m Ely hem. See ya later wimps! 
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HOW TO BE TRULY TERRIBLE! "SX 

• Tike Ins Bwdkiller (E7. :i. ifco tsrden FT sSsiMling all jbo^ihe 
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OBJECTS 
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Map reference 


Object 








vHfa.**..*^,*. 


m 






m 


Flojipyduk 




















■ ' ■ ■ ■ '■■' '■! 


AS 


CreditCard 



NIPPER'S CHECKLIST 
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SCANNING 


FORCE FIELDS 


gpsSSSSSr 
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BOMBS 


CIRCUIT BOARDS 
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BEAMS AND POLES 
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DROID GUAHDS 
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SOUNDS 
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ALTERED PERCEPTIONS 
GENERAL TIPS 



DEACTIVATORS 
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UEAPOH -_ _ SCORE OOKiOO 



GHOSTS 

N' 
GOBLINS 

From goblins, ghosts, gouls and things that go bump 
in the night, may Kenneth Htarj protect us! Well, 
he'll hiivt n pretty iraod try in il anyway. C + VG 
■.ifistiT Ki'nndh has botn battling all sorts of 
supernatural nasties to bnns vou this survival 
- i: ■. |. i . ■: -■ . :;.';;.-. fy., . v. ,1 ...ii ■,■■,-.,:!, 
conversion. Ken played the 61 version - but his lips 
should work on all other editions. So grub your 
garlic and head for the graveyard! 




■BEWARE OF ZOMBIES 



LEVEL ONE/PART 1 



LEVEL ONE/PART 2 



LEVEL TWO/PARTI 
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■ BEWARE OF ARROW LAUNCHERS! 
COLLECT TREASURE 




LEVEL 2 CONTINUED 

LEVEL 2: Spec/64/Ams 
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LEVEL 2/P ART 2 



LEVEL2/PART3 
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LEVEL 3: Spec/Ams 

BEWARE GHOST & ZOMBIES /TREASURE^ 
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LEVEL 3/4: 64 
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KILLING WINGED DEMONS 
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OTHER ENEMIES 
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KILLING LEVEL GUARDIANS 
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imqmni - will pppsar. 


DESTROYING TURRETS 


WEAPONS 


Thene appear in Uwl Four. Thsj hew a wieri luakitifi head 








totlitr jl"LL Ihulirn! turn! -Well appwila'ill l!li> itomd 
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LIVES 










KILLING TROLLS 





















TRAP 




'm Berk. Hie underpaid ami overworked 
it of the Bad Tempered Thing. It's do this. ( 
;et me this, 1 want thai all day long. And the 
t Drult ans Boni getting on at me too. It's a 
life down here in the nasenieol under the 
:. You'll prohablv find it difficult too. That's 
I've decided to tell yuu a few secrets from the 
Door. Follow these dues and voull he well o 
way to becoming a Super Berk, like me. . 
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Captain Johnny "Jimbn-Baby" McGibl 

known iM Thir Infiltrator is a pretty nt....^. 
Hciinipr.'r piliiL, mi' spy. daredevil, and a mean man 
to deal with. He needs ru man'' help tu Ik'JI 1in< M.al 
leader from destroying the world. But YOU might. 
Canadian Chris Gray. LB-year-old programmer of 
U.S. Gold smash eame. Infiltrator, offers this top 
secret briefing. 



the mission S:;;",;ri"i"£:«:Xi"."; 

TV,- ". n T-^-. n l M„.l r..,i.r , : i n i,, n i ,,,. ,n-^Tiiiri4lhr^i'rhl .Mp-T-. Lumifj. L'spluaivts elf . 



"J mho hsr.v M M-..H. AKA IK In 



THE EQUIPMENT 



MISSION ONE 
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"** MISSION TWO 



MISSION THREE 





TIMES OF MUGGINS AND 
BOBBERIES 



FLYING 







REDHAWK 



Say KWAH! It's the mighty Redhawk. defender of 
truth, justice and the innocent computer owner. Few 
people know that Redhnwk has a sidekick - a young 

super-person called David Harvey. David helps 
Redhawk and now he's going to help you with these 
superhero style hints and tips. Read them and you'll 
he going through the game faster thou a speeding 
OtuBl 




